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FOREWORD 

"Befcirc wo go on, Vd like you (o place this manual an the floor. manoeu\Tc you]' 
right ami o\cr your jihoutdcr. extend your fingers and ^ive yourself a few pals uj] 
the back l>ecause you\'<r juji purchai^ed ojic of the finest iirc;ide ^idveiitures 
knou-n 10 man. How do 1 kn^ow? Because [ wrote il. ihai's how. 

That Inst btt h a lie, obviously, I'm loo busy being the Ediforof The Ornej 
Britam'hi bigge.sL and btist Amiga games magazine, to spend time creuLing high- 
quality computer games like this. And, bc;f;ides. God itiventcd people like Jerr 
O'Carmll and Gcd Keavcney. (he duo behind Hdnidalt 2, to do that for us, 

1 firsi saw Heimdall 2 vAicn it was noihing more than a few ideas sketched on 
ilie back of a beer mai. Rather than review inu ii thcrc and I hen and mocking -up 
a few scrcenshots, wt decided to cover the game's dc\elopnicTit in a three-pan 

Work in Pfogress. Ati<l jolly good fun it was too. 

So I now find myself in the rather un fort utuue position of being the person most 
qualified to write the iniroductJon to Jieimdali 2 '5 manual, But what can J say; 
Heinidatl 1 is a real? Heimdall 2 is the best game ever? I want ^o marry 
Heimdall 2? 

VVhiiievcr I ^\ rite makes no odds at this sLi^c bccausie you ac alresidy bou^hl the 
game and you wouldn't hnve done that if you didn't thiiiik it wa!> any good. 
ThivnkS'ully, it is. And dial's no word of a lie. 

There aren't many game$ Td endorsie personally hut Heimdall 2 is a landmark in 
Amiga entertainments Enjoy it." 

Simon Byron 

Editor. The One 
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[.OADING INSTRUCTIONS 

Ensure that your CD32 is Cumcil off. Open the lid as 
Heimdal! 2 CD intu the CD ioading iray label side u 
power switch on. Alter a few momeiils loading will 
If you experience any proMems please consult your CD32 



The Age began When Loki was exiled from Asgard and in revenge slole the 
weapons of the gods Thor, Odin and Frey. Heimdall, guaidian of the rainbow 
bridge, sacrificed his diviniiy so ihat he could walk the earth in search of these 
stolen weapons. Once his quest was successful, he returned to Asgard with (he 
missing weapons and regained his status as a God. This marked a bitter 
defeat for Loki, who swore to avenge himself against his eternal enemy, 
Heimdall, 

Two hundred years passed in the Age of Ragnarok. In Midgard. the land ol 
humans and Utgard, the land of strange creatures such as dwarves and giants. 
Loki's warriors, the Hakrats ravaged the land attacking wherever Ihey could. 
from the smallest village lo the largest city. Their attacks always met with 
resistance, some successful, some not, but the inhabitants of the world, known as 
Yggdrasil. were weakening and before long iheHakrais would become too 
powerful for any to resist at all. 

In Asgard, the Gods were concerned. Unable to intervene, they could only walch 
as events unfolded. What they could not understand was why Loki himself did 
not appear with his warriors because unlike the other Gods, Loki was able to 
walk on the earth during Ragnarok. This Was because Loki Was stripped of some 
of his powers as a punishment for stealing the weapons from Asgaiil. This made 
him less powerful than the other God.'; and therefore he did nor have the same 



Atiolher puzzle was the occurrence of a few random and inexplicabie iiicidenls. 
Once, a village was bural to the ground, but there were no traces of enemy tracks- 
leading to the viliage. No other villages in the area were touched, and there 
wasn't a Hakral within a hundred miles who could have sneaked in and attacked 
it. The assailants seemed to just appear, bum ihe village and then disappear. 
Eventually, Odin the Allfatlier gathered the Gods in his Hall to discuss what 
action, if any, could be laker against Loki. As they talked ihty realised that if 
theysimply defeated Loki, he would just return and coiiiinue his evil as he had 
done before, What they needed to do was trap Loki in such a way that he could 
never cause trouble again. But how? As the young Gods discussed ways of 
itappingLoki, Odin sat deep in thought. After a while he called them to hequlci 
and lose to speak. 

Odin loid them of the lime shortly after the creation of Yggdrasil, when he and 
his brothers had just built Asgard, and the rest of the world was still forming into 
the lands that we now know - Midgard, Uigard and Nlflheim. This was the time 
when Odin first discovered [he Hall of Worlds, a magical hall which contains the 
gates and portals that lead to various points in the lands. Odin used the portals 
often as an easy and quick means of exploring his new home. As he travelled 
more, he discovered Ihe destination of each portal, and learnt a little about how 
the portals operated. There were however, a few strange gates in this Hall which 
Odtn found he was unable to travel through. As he studied these gales further he 
began to realise that iheylead not to places in the worlds of Yggdrasil, but in fact 
ID other Halls in distant parts of the universe. These other Halls were 
tindoiibtedly each connected to entireworlds of their own, totally alien to those 
thatOdinknew.lntrigued, Odin was faced with the problem of opening These 
other gates. Travel through Ihe normal portals was possible by possessing a 
magic talisman unique lolhat poital. Each talisman acted like a kind of key and 
activated the portal for use, Odin had found these lalisman in various forms 
throughout the worlds, so he decided to search once more for a similar talisman 
that would operate one of these other gates. 



Odin's efforts were evetitually rewarded when he found a strange talisman in ihe 
tower in Niflhefm.Relumliig with it to Ihe Hall of Worlds he approached one of 
the locked gates in which a shadowy veil appeared, signalling thai it was now 
open. With aniicipaiion he stepped through. 

As he adjusted his bearings he saw that he was in a Hall that was sitnilat lo the 
one he knew, but also very different. Looking around he saw that another one of 
the portals was open, so he strode forward and stepped through it. 
The sight that greeted him was brealhtaldng, Asgaid was as beautiful as this 
land, but he was awe-struck at how different it was. As he explored, he saw 
some of the inhabitants and disguised himself as one of iheu kind, so that he 
could pass unnoticed. As he travelled he came across a huge forest with a 
clearing in it's centre, hi the clearing stood a strange looking building. It seemed 
uninhabited, so Odm entered. 

Inside the building, in the centre of it's main hall, stood a pedestal that had an 
amuleimountedonit. This amulet was like none that Odin had ever seen before. 
While he was standing there, he was suddenly startled by a voice behmd him. 
He spun around and saw before him a man who was no different from the others 
he had seen. The man greeted Odin, saying diat all travellers were welcome, and 
offered the amulet to Odin as a gift from his people. Odin suspected that this 
strange man knew that he had actually travelled from another world yet Odin 
accepted the offer of his gift because he knew that the amnlethad magical 
properties. As he took the amulet down from the pedestal, the man said that he 
hoped thai Odin had enjoyed his visit and, without warning, Odin found himself 
no longer in the building but standing beside the gale in his own Hall of Worlds. 
He held ihe amulet in his hands and, troubled by this strange turn of events, he 
made his way back to Asgard. 

Once in Asgard. Odin and his brothers inspected the amuletto see what h's 
purpose might be. It looked as if it was made lo be worn, so they decided that the 
only way to find out it's purpose was to try it on. Odin's youngest brother, Vili, 
volQuteered. As he placed it around his neck he froze, statue-like. To Odin and 



amiLlel. Quickly they pulled the amulel from their brother and, as it fell, Vili 
retUTTiecJ to his nannal self. Odin alill didn't know whal this amulel was but now 
knew it was airong enough lo overpower a God, Together iliey broke the amulet 
into four pieces and casl each piece through a different portal in the Hall of 
Worlds. TliuE ihey reasoned thai ilie pieces would be separated from each other 
and hence Ihe amulel would no longer be a Ihreal. Then they relumed lo Asgard 
and pui all thought of the amulet behind them. 

As Odin finished his Story, he sat back in his seal and waiied for the oiher Gods 
to speak. As they talked, they all seemed to agree that the amulet was the means 
they were looking for to deal with Loki safely and permanently. There was only 
one option. As before, one of them had to sacrifice his divinity so dial he could 
walk the earth in search of the amulet pieces. Only then woulS they be able to 
reconshucl the amulet and use it against Loki. The nest problem was where to 
search. Odin suggested the answer. He reasoned that, as each pieeeof the 
amulel passed through a portal, it would be attracted to the Ro'Geld - the source 
ofallmagicin that particular world, Find a Ro'geld and there you would in all 
likelihood find a piece of the amulet, 

TheGodslistcned and then fmaiised their plan. Oneofthemhad to travel 
throughtheportalsintoeachworld, find that world's Ro'Geld and see if a piece 
of the amulet was there. "When ihey had found all the pieces they would then 
have to find Loki and use ihe completed amulel to imprison him. The next 
question was who shouW go. Heltndall's immediate tliought was 'Here we go 
again'but Odin intervened saying that one of [he younger Gods 
should go this time because Heimdall had gone before. Eventually Baldur. the 
youngest son of Odin, was chosen. Once again Thor travelled to the edge of 
Asgard. There he took Baldur and last him down lo Midgard in mortal form so 
that he could begin Ins search. 

In Asgard, the Gods waiched anxiously as Baldur travelled through the lands, 
Baldur was hindered by the facl that ihe talisman for some of the portals from 
the Hal! ofWorlds had been tost. He not only bad to search for the pieces of die 
amulel but for the missing talisman as well. 



As Baldur approached what lie thought to be the first Ro'Qeld, Loki appeared 
with a host of Hakrals.i-oki had led Baidur to believe that he was approaching a 
Ro'Geld but il was a trap. Although Baldur was vastly outnimibered. he fought 
with the spirit and courage of Asgard. Many Hafcrais fell before he was finally 
caught by a strike from Loki himself, Lauding, Loki and his remaining 
followers left Baldiir's body where it had fallen. With sadness the Gods watched 
as Hela, the ruler of Niflheiin. rose up from the ground to claim Baldur's body 
and take it back with her to her realm. 

Odinmouraedihelossofhisson. but had to think about their nest move. 
Despite the loss, he decided that what Baldur had attempied was still the only 
way that Loki could be defeated. Another had to go in his place. As soon as he 
spoke of this, Heimdall stood and volunteered to return. Odm knew that 
Heimdall was the most likely of all the Gods to succeed, because of his 
experience and familiarity with being mortal. 

Having already lost one of theirnumber to one of Loki's devious tricks, the 
other Gods insisted that Heimdall ought to at least have someone with him to 
watch hisbflck, Odin at first disagreed, as no one else had any similar experience 
ofdealingwithlhemortars world. Then Thor spoke up pointing out that the 
Valkyries dealt with mortals all the rime. Not only were the Valkyries excellent 
warriors but their job was conducting those mortals who had died in battle to the 
Halls of Valhalla. While the Valkyries didn't normally collect such souls directly 
from the mortal 's world but rather from the half-world of the newly dead, some 
experience was probably better than none. Odin had to concede and a young 
Valkyrie named LI rsha volunteered to accompany Heimdall on his quest, Shonly 
thereafter, Thor. Heimdall and Ursha journeyed to the edge of Asgard and 
Heimdall relumed once more to the land of Midgard, Only this time he was not 

OBJECTIVES OF THE GAME 

As the player, you control Heimdall and Ursha jn their quest to defeat Loki. 
Your main task Is to find all four pieces of the amulet and use it to trap Loki. In 
order to find the pieces of the amulet you will need to find the Ro'Geld for each 



world. In order to travel between worlds, you will also need lo find the 
alisman to open the portals in the Hall of Worlds. Along the way you should 
keep an eyeoQl for any of Loki's devious schemes and thwart these wherever 
you can (after all, you ARE supposed to be the good guys!). 

GAMEPLAY CONTROLS 
(;amp Mndf.s: 

There are two modes used during Heimdall 2 lo toggle between them use the 

play/pause button. 

Game mode; Enables you to control character nioveinen I within its oim 

Bar Mode; Aciivaies cursor enabling icon manipulation. 



Mo\emeiil: Move the directional pad in the diieclioii you wish lo mo 
Hand tn Hand Combat fOnlv applicable when baddies on screen!; 
Defend; Move the directional pad in the direction you wish lodef 



press the right paddle. 
Throw item/Shnnt bnw: 

Requires ihat items are appropriately equipped and that the Throw Action 
on the control baiin set to 'throw projectile' rather than 'east combat spell 
Face required direction when at a distance from baddy and press the red bi 
Cast CiimhHl tpell; 



^;ast^on Comhi^l■■p^]^^ 

Requires Uial Ihe desired spell is prepEired iir 



bar and press the red bimon. 

Picking up itenn: 

If ihe lleffls are on (he floor then simply walk over tliem. If nol, tlien stand next 
10 and facing llie item nnd use 'push' action. NOTE: If liie current aclive 
efiaracler lias no free slot for items of ihe required category then the ilem will not 

Push/Operatc/Give aclipn (Dogs NOT apply when baddips on screen): 

Requires character IQ be stood ne\t io and facing the required area/item/ 

character. For 'give' action also requires item (o be given [o be ihe equipped 

general ilem. 

Use directional pad to move in required direction and press the green button. 

Cnn versa tinn; 

At various poinls in the game you may wish to lr>' lalklng lo other characters. To 

do so, simply walk up to them. If they want io lalkthey will. If not you may try 

again later. What they have io laUt aboui may change as the game progresses. 

. >Vi)rid Ma n s 

Travel from island loislandwiihin.aworldisconductedusing the world map 
screerts. To travel to a particularialand, simply press the red button on that island 
on the map and your ship will sail tliere. Once there, you ci " ' ' 
explore the island by again pressing the red button. 




d) Cold 



PARTY tolal of gold pieces. 

Toggle in game throw action between using 

projectile weapons or combat spells. A dagger 

icon indicates throw action shows projectile 

weapon to be used, a lightning holt icon indicates 

tiuow action causes coinbat spell to be cast. 

Enter the spell creation bar. 

The 4 runes show the ready for use spell. 

Press the red button hete to cast spelllF spell isa 

non combat spell. 



le spell has 

This symbol indicales your rough prosimily lo 
the nearest Ro'geld. II will change colour on a 
location by locahon basis, as you gel nearer the 
Ro'Geld. When you are a long way the Ro'geld, 
it will be black and using magic will be difficull 
and expensive. As yoLi get nearer [he Ro'Geld it 
will go through blue, (hen red, (o purple, Purple 
represents close proximity (o the Ro'geld where 
magic is easier and cheaper than normal. Red 
represents roughly standard magic conditions. 
The length of this bar indicates the current active 
character's stale of health relative to their 
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SI ExJl: Once>ou've liniiticd preparing your seletdun ul'spdls. press pluy/ 
pause bution to go back lo ihe conu olbar. 

b) Runes: III ihese boxes willbe placed Ihe ranes you find during you journey 
ifirougli the game. Pressing ihe red button on a rune will place the rune in 
the next free nine slot of the currently selected spell, 

c) Cast spell; Pressing the red button will cast the cuiretitly selected spell IF it 
is a non-eomb.il spell, 

Thesecondrowofihespellbar is where you actually misspells. There are 4 
spell slots in which a spell can be stored. Inactive spells are overlaid with a 
shadow box, the currently active spell is not overlaid, To select a spell as the 
current active spell, press the red button with the cursor on it. To select a spell 
slot AND clear it at the same lime, press the green bution when the cursor is Oil 
it. Throughout the giune you will come across new combinations of runes that 
enable you to cast new spells. You can also enperiment with rune combinations, 
but be warned that some spells cause you damage if you are net skilled enough 
to cast them and some rune combinations can have unpredictable effects. 

d) Active spell. This is the .spell that will be displayed on the control bar. 

e) Inactive spell. 
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General Oaerallon 



1 musl first 'pick it up' 
; will bedi5pla>edin b( 
1 slot, the hutlons perfo 



Red button; 'Pifk up' ALL of item from a filled slat OR 'Drop' ALL of 

'picked up' item into empiy slot OR eschnnge ALL of 'pici^ed 
up' item with all of item in a filled slot. 

Green bullon: 'Pick up' ONE ofitem from a rilled slot OR 'Drop' ONE of 

'picked up' item inio empty slot. 
To exi:hange items between characters, 'pick' them up with the cursor and press 
the red button on the control bar character icon for the other character. 
To acce«^ the iiems of the oilier characlcr whilst inlhc item screen, just ptess 
the red bullon whilst the cursor is on Ihe character's icon and it will switch lo 
ibcir backpack. N.B. This is Ihe only way lo access the ilems of a dead character. 

Selecting the cafegnrv of llpnn ilNplaveri. 

Icons 'a)' to '[)' select the category of itcins displayed in the Hem slots. To 

select a categorj'. press the ted button ivhen the cursor is on the required 

category icon. 

a) Hund Id hand combat weapons. 

c) Throwing weapons (includes bows), 

d) Miscellaneous. [Food, drink, general items and arrow.s). 

e) Holy symbols of Ihe Gods. These items will help you in your quest at 
certain points, anil can also be of general use eg: with Thor's hammer you'll 
be ahle to create lightning spells with greater ease. 

ri Talisman. Once found, these will allow you to pass through ihe other gates 

in the Hall of ■Worlds, 
Icons 'g)' to 'i)' operate when you have an item 'picked up' with the cursor. All 
arc operated by pressing the red button. 
e> Lnohal: A delniled description of Ihe 'picked up' item will appear in Ihe 

area below. 



) Eat or drink; 'picked up' ilem ID regain strength and/or mana. 

Discard an ilem: Characlcr drops currenlly 'picked up' item. 

S'fatislics; Cuireiil character's vital statistics (eg: strength, magic ability etc.) 

aic displayed in the atta below, 
) Save: To save your current position find a restart point, these witi appear in 

Ihe hall of worlds after you Inive completed each world. You must collect 

this item and Ihen save ihe game using the conirol bar in order 10 rcstan from 



Load: Load from previously saved res 

i) F.xit; Once you've finished wilh ihe ar 

happy wilh your choice of weapons eli 



nl of your backpack and ar 



Mriiiipping ilpms fnr use. 



I Hand lo hand comha 



:tii yiiu phice ihi^ items of a given i:nlcgor>' that you 
eapon. The character will use (he weapon placed 



I Throwing weapons. ANYTHING placed in this slot may be thrown using 
Ihe in game throw projectile action. You may throw projectile weapons or 
Miscellaneous items. 

Exception: To use i bow and arrows, equip the bow in this slot and the 
iirrows in the general items slot.. 

IVIiscellaneous. Items placed here can be given to non-pluyer characters in 
the game usii^ the push/give action when enabled. 



Throughoul Ihe game you will come across shops, wilhin wKieh you may buy or 
sell goods. As you enier you have ihe choice of iwo areas lo approach. To ihe 
lighi is Ihe larger of ihe counters, where you buy iiems. To rhc lefi is Ihe smaller 

To buy piotl'^ 

If you wish TO buy goods, walk up lo one of Ihelhree seclions 

of ihe counter 10 the righl oflho door. These seelioiis are: 

a) Weapons (A s\vord is shown on Ihe counter front) 

b| Miscellaneous lAjar) 

cl Magic |A scroll) 

DejKnding on the type of goods j'ou want, you must approach the relevant area, 
eg: if you want a sword; you'll approach the weapons area. 
The 'keeper" will walk up lo you and a screen will pop up showing the shop's 
stock of goods applicable to thai section. Using Ihe up and down arrows on the 
directional pad you can scroll through Ihe current stock of that shop. The unit 
price ol the goods is displayed beneath each item. To do anything with an 
item, you have lo first "pick it up' with Ihe cursor (this works in the same manner 
as ii'hen examining the contents of j'our backpack in the item screen). Once you 
have an item 'picked up' you can examine it by pressing the ted bulton an Ilie 
eye icon. To buy the item, simply press lite red button on the character icon for 
the character you wish to possess the item(s) and IF you have enough party gold, 
the gold will be deducted from your party fund and tiie iiemlsj aill be added lo 
the backpack of the selected cliaraclcr. NOTE: that character inusl have a 



To sell Efinds 

If you wish to sell goods lo raise gold, or because you simply don'l need ihem, 

cross 10 ihe courier on the left ofiiie shop, A 'keeper" Will awail you. When you 

approach him a differeni windcw will appear, showing your backpack's 

contents. The icons aiihe (op of this screen are the same as ihe item screen and 

allow access to the diffeieni types of items in your pack 

Beneath each item is the unit price the 'keeper' is -willing lo buy them off you 

for. If you warn to sell items, first pick ihem up with the cursor and then press 

the Red button on ihe sell icon. The item will vanish and the appropriate amount 

of gold will he added to your party fund. 

Once you've finished selling items, leave ihe window using the exit icon. 



During the game you'll come across the treasure piles. These are lo simply 
indicate that there is more than one item here. As you move over it or pick It up. 
a window will open that is very similar to the selling screen you find in ihe shop. 
The only difference is that there is no price listed bei:eatheach item. If there are 
more than nine items, you can scroll up and down through them using the up and 
down arrows on the directional pad. Selecting items and giving them lo a 
particular character is conducted in exactly the same way as in the shop buy 
screen (excqitthal they cost you nothing!) 
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Of Magic, Mana, Runes and Ro'Gelds. 
A long lime past Ihe worlds were crealed using magic. Even now, magic is the 
very rool nf e^islence of many things. As eacli world ivaa created, the powerful 
magical energy (Mana| used in thai creation, coalesced into a physical form, A 
Ro'geld. Each world has it's own Ro'geiri thai leaks out mana, keeping the 
world running. The Ro'geld h therefoie the source of all magic for a world and 
the closer you are to it the more powerful magic becomes and Ihe easier it is lo 
manipulate. Being close to a Ro'geld is often no easy Feat io manage. If such 
powerful objects were simply left lying around where anyone could get at Ihem 
then the universe would probably have ended a long lime ago. So over the ages 
each Ro „eld has either developed or been given it's own scl of defences. Some 
re simpK disgui.sed, some are protected by all manner of deadly devices and 
some ire Mmply difficult lo gel at but ALL have some form of defence. 
Manlpulatmg magic i.s easy -IF you happen In be one of the Gods, (In which 
case you '•hould already knONV all this!) Mortals however, cannot grasp the 
whole power of magic at once, il is loo much for Ihem. Through generations of 
arcane sluriy tliough, they have developed Ihe Runes as a way of hamessing the 
s mple elements of magic while being protected from its rau' power. Each rune 
symbtil ses a single thread of the overall nature of magic. When properly 
ins nbedtn something the rune harnesses ihe power of that particular thread of 
nngn tnd when used by someone skilled in runelore, can channel mana through 
thai pcrsrn lo produce a magical effect. Combining runes combines different 
priperl es of magic and hence different spells arefomied, 
Bm be warned! Each person has a tolerance for Ihe amount of mana they can 
handle and magic can be dangerous to the unskilled. Noi dangerous in an active 
sense (for magic is neither good nor evil and has no will or purpose, il simply IS) 
but should a u.iei- of magic overreach themselves. Use unwise combinations of 
runes, or simply lack Ihe Runelore lo control a panicular spell then that spell 
may well backfire and Ihen anything could happen. Al the very leusf llie spell 
caster will have a hangover that Thor himself would wince al! Sometimes, all the 
Runelore in the world is lo no avail and a spell will simply go awry. Fortanately, 



such incidents are rare. Most accidents are caused by the magicians themselves 

and actasasort of natural selection for ttie magically talent^. 

The wise magician practices the magic ihcji know. In preference ttiey do so near 

to a Ro'geld wtiere il is easier Id control and lakes less effort. In general, the 
more mana a spell requires, the more Runelore you will need id know lo stand a 
good chance of casting it successfully. However, the saying 'rather a hangover 
than face a Hakraf' has it's own wisdom. It has been known for a magician with 
the bad luck to catch a Hakral sword in the ribs to have the good luck tn survive 
casting a healing spell diat they thought beyond their skill. 

RUNE LIST 

h " ■.«—,.-. f> w- »,-. 

/^ T,r The itcoriLl nine utpj«Er, <^ L;,, OperLlllon 

1^ ™. „.,-„..„.,.„ ^ ,_,., „,,.. 

<> C. B..,., f ,„, „.„,. 

<, s.,ii n,. !f= .1, o™,. 

H H.,, u..,.,.. t - — 

I .».. »..., ^ »,. ,...., 

« '- -■"■■ ^ "• «•" 



^ 



a small amount of he 



Maim fosi; 


1 


Poim 

























r h 



in invisible magical sliieid 
me. Tlic sliield reduces all 
/e against nonnal ralhcr Ih 



CREDITS 


Obscure Inspiralion [Desisnl 


The Nih Dav 




J«rr OCarroll, Ged Keaveney, 




Dave Keogh 


Non- AlcohoJic Inspiralion (Addil. Design] 


1 PaulBnlger 


Painling by Numbers 




lbutonlyLip(o41{Griiphic5) 


Jerr O'Carroll 


Bug Crealion (Amiga) (AmigB Coding) 


Ged Keaveney 


Bug Creadon (PC) {PC Coding) 


Dave Keogh 


Death b)' Audio 




(Music and mund cl'feclfi) 


Martin Iveson & Nathan McCr 


Scribbled Inslruelions IManiial) 


Jen- O'Carroll, Ged Keaveney. 




Dave Keogh 


Juggling the Scribbllngs (ManunI layuuLs) 


Adrian & Andrew 


EFC Food Mounlair (Produced by) 


Jeremy Hcalh-Smilh 


Wilh enormous thanks lo.... 




Caiering 


Sharon O'Carroll 


Very Rough 1 n-belweener 


Paul Bolgcr 


Triinspon 


Cassandra '6-pDinls* Brow 




Mick, Pen & Mall 


Slums Crew 


Rick. Ric!;.G.AI. Man, 




Nick and Ed 




Ttish and Paul 


Localion Team (0;) 


Peggy and Connor 


Siibtitlcs 


Spencer and Jenny 


[Juhbing 


Harley and Suzie 


Animal Triiining 


Bay and Kerry 


Elcclriciiin 


Ann Roys 



Medical Support 

Artistic Produccis 

Research 

Cnsling 

Crash Dummies 




Kalh and Martin 
Mum and Dad 
Snoni Slurlsson 
The First Stone 
Darren. Ttoy, Jamii 


: and Dav 


il thanks lo.. Mark Watso 


nforunsi 


:rambling some of these. 


crets of 



Airiiga OS . 

Bosedonfhe autobiography of Odin AUfathcr. Photography shot on 

location in Iceliind. 

The aclors in Ihis game are professional sprites with years of cxpencnce 

In dying needlessly. Do not attempt to travel to Asgard without your 

parent's peimisslon. 

All characters in this game are not ilclitious (This gainc's creatnrs do not 

wi!h to take the chance that they exists and therefore. ...All hail to Odin, 

Lord of Valhalla) 




COMPACT 




'4 Core Design Umtt^O \99A 
Alt Rights Reservetj 



